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1
PRINTING OF GAME TICKETS

This application claims the benefit under 35 USC 119 of
Provisional Application 61/422,830 filed Dec. 14, 2010.

This invention relates to the printing of game tickets which
include a ticket substrate having a front surface, game infor-
mation printed on the front surface of the ticket substrate, a
game area defined on the front surface and game play data
printed on the front surface in the game area where the game
play data is covered by at least one covering scratch-off layer
which can be removed to be exposed by a player.

BACKGROUND OF THE INVENTION

Game tickets such as lottery tickets commonly include a
substrate on which is printed game data in a game play area
which is then covered by a coating of a scratch-off material to
allow the player to reveal the game data or selected parts of the
game data to play the game. An important aspect of such
tickets is that of providing an attractive and aesthetic appear-
ance which acts to attract the customer to purchase. Typically
such tickets have an overprint layer applied onto the scratch-
off coating so as to identity the areas to be scratched and to
provide an attractive appearance, bearing in mind that the
majority of the area of the front of the ticket is taken up by the
game area. While the material printed is relative simple in
most cases, attempts have been made to make the ticket more
attractive by applying more complex images onto the game
area.

In U.S. Pat. No. 5,569,512 (Brawner, Jon M) assigned to
Dittler Brothers and entitled Card with integrated overprint-
ing is disclosed lottery tickets which utilize continuous over-
print inks that mask the boundaries between their “secure”
and “unsecure” portions to inhibit unscrupulous players from
successfully tampering with them. The method uses reformu-
lated overprint inks to permit a single set to be applied to both
portions of a card. The method is stated to have the advantages
that more vibrant and aesthetically pleasing graphics may be
displayed as well while utilizing fewer printing stations dur-
ing the printing process.

In U.S. Pat. No. 5,704,647 (Desbiens, Jean-Pierre)
assigned to BABN Technologies Corporation and entitled
Multi-color overprinting of scratch-off lottery tickets there is
disclosed a method of producing a lottery ticket and lottery
tickets produced thereby wherein an overprinting layer is
provided over a scratch-off layer, the overprinting layer com-
prising an image obtained from a design in which the colors in
the design have been separated into half tone images of each
color and are superimposed on the scratch-off layer of the
lottery ticket.

Lottery tickets are printed at high speed using printing
rollers for the repeated sections of'the tickets such as the basic
graphics, the security and base layers, the covering layers of
varnish and the like, the scratch-off coating and the overprint
layer. The game data are printed on the ticket generally using
an ink jet printer controlled by a computer to apply the dif-
ferent game data for each of the tickets. The game data gen-
erally also includes an identifying bar code (or machine read-
able code) which again is unique to the ticket concerned. The
game data are generally relatively simple often being merely
numbers or letters which can be readily printed by the ink jet
printer. Thus the overprint images are printed using the con-
ventional printing press which includes a printing roller for
each of the different colors. The printing roller system is used
because it provides the high speeds necessary for commercial
production of such tickets and because it applies inks which
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can be selected to ensure proper coverage over the underlying
material regardless of its characteristics.

In Published US application 2008/0197621 (Grotkowski)
published Aug. 21, 2008 and assigned to the present
Assignee, which corresponds to Canadian application
2607766 published Jun. 19, 2008 is disclosed a row of lottery
tickets ofthe above general type in which a multi-color digital
image for each ticket is printed onto the scratch-off layer
using a variable image printing system. At least part of the
scratch-off layer can be left free from printed overlay graph-
ics and the multi-color digital image can be printed subse-
quently at a different location from the ticket manufacturing
location. The graphics can indicate different values for dif-
ferent ones of the tickets. The tickets in the row can be of
different lengths and the graphics can be different for difter-
ent length ones of the tickets.

In Published US application 2010/0253063 (Skogster)
published Oct. 7, 2010 and assigned to Black and White Paper
Mtg AB, which corresponds to PCT published 2009/062297
published May 22, 2009 is disclosed a scratch-off instant
game card of the above general type having a secure area for
the game data with the game data printed as full colour vari-
able images printed on the secure area. The arrangement
disclosed provides one pass printing where the graphics on
the ticket surrounding the secure area and the game data on
the secure area are printed simultaneously. The application
points out that this provides advantages in regard to the
appearance of the ticket in that the game data is now a full
color image.

Canadian application 2666784 (Grotkowski) published
Dec. 2, 2009 discloses a similar arrangement where the game
data elements are printed in a game area with a four color
design.

Printing techniques are disclosed in prior US patents of the
present assignee, as follows:

U.S. Pat. No. 6,145,885 issued Nov. 14, 2000;

U.S. Pat. No. 6,234,477 issued May 22, 2001; and

U.S. Pat. No. 6,347,794 issued Feb. 19, 2002.

The disclosures of each of the above documents is hereby
incorporated herein by reference in as much as they disclose
printing techniques and lottery ticket constructions that may
be incorporated or used herein.

Traditionally instant tickets are manufactured in a seg-
mented (roll to roll) process which involves multiple steps,
run independent of each other. The steps are as follows

Base graphics including the game information;

Lilypad(s) defining the game play area;

Variable game data;

Protective/release coatings, scratchoff layer and overprint
layer.

More recently production is carried out in an in-line envi-
ronment in which all of the above steps are performed in a
single pass through one press, although the variable game
data is applied separately from the graphical portions of the
ticket including the game information.

Costs are often incurred to re-manufacture product because
of errors which occurred and were not noticed during the
production process. The incidences can be very low but the
costs are high because, even if a very small percentage of
tickets in a production run are non-conforming but not iden-
tified during production are released into the marketplace, the
customer has the ability to reject the entire game and demand
it be reproduced.

One such example is a game entitled Heads or Tails. In the
segmented manufacture of this product, base graphics consist
of'a picture of a coin’s head or tail and are printed on an offset
press. The variable imaged data consists of a head or tail and
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are printed on an ink jet imager. In this case the variable data
is a black image of a coin which is shown as being either a
head or a tail. To win, the image on the coin in the game area
has to match the image of the coin in the graphic area. A loser
reveals a mismatch. The consequences are significant if the
images in the game data area are not synchronized properly.
There is a financial loss as well as loss of integrity in the
marketplace.

Existing imaging technology used in the lottery industry
has been based on the use of multiple imaging heads. Each
imaging headis designed to support 1 colour (typically black)
which covers a portion of the web. Each head is approxi-
mately 4" wide and it requires 5 heads to image a 20" wide
web. To add a single colour, other than black, in each row of
tickets requires an additional 5 heads. Alternatively some of
the black heads could be drained and converted to red how-
ever this reduces the run width to 2 rows of tickets instead of
5. This is a very expensive alternative and still limits the
process to a single additional colour. A further risk is created
when trying to run 2 colours (black and one other) on a single
ticket as these must be applied in separate printing units.

Multiple checks, production and post-production, manual
and machine-based have been developed to enable us to check
for the synchronization of the data but the risk remains of an
out of sync situation occurring as these checks are subject to
errors.

SUMMARY OF THE INVENTION

It is one object of the invention to provide an improved
method of printing game tickets.

According to a first aspect of the invention there is provided
a method of printing a row of game tickets where the tickets
define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;

the game play data being covered by a scratch-oft layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
data using a variable image printing system so that the game
play data of each ticket is different from the game play data of
at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system so that the
game information of each ticket is different from the game
information of at least some other tickets in the row;

wherein the game information and the game play data on
the tickets are varied such that the game information and the
game play data on each ticket are related;

and controlling the variable image printing of the game
information and the game play data of the tickets by a com-
mon control system of the printing line so that the game
information and the game play data of each ticket are auto-
matically correlated by the common control system.

This arrangement avoids registration problems of correla-
tion between game data and graphics.

Preferably the game information and the game play data on
each ticket are related such that a winning and losing status of
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the ticket is determined by using both data taken from the
game play data of the ticket, which varies relative to other
tickets, and data taken from the game information of the
ticket, which varies relative to other tickets.

Preferably the game information and the game play data on
each ticket are related by a common theme.

Preferably a series of tickets is printed where the game
information of each ticket of the series is different with the
different game information related by a common theme.

Preferably a sequential series of the tickets is printed where
each of the tickets of the series have the game information
thereof tied together as a sequential theme.

Preferably the theme is a series of numbers.

Preferably the sequential series of the tickets each have
also the game play data thereof tied together as a sequential
theme.

Preferably the game information and the game play data
form two separate distinct images with a discernible line
therebetween;

Preferably the method includes controlling the variable
image printing of the game information and the game play
data of the tickets by a common control system of the printing
line so that there is no space between the image forming the
game play data and the image forming the game information.

Preferably the simultaneous printing of the game data and
the graphics allows the jitter space between the game data and
graphics to be omitted.

Preferably the reduction in the jitter space is used to
increase the jitter of the game data elements.

Preferably the reduction in the jitter space is used to allow
more game data per area on the ticket.

Preferably the game data is printed not in full color.

Preferably the game information is printed in full color.

Preferably the game data uses the concept of color of the
game data or a part thereof as a bonus win.

Preferably the game data and the game information is
printed simultaneously.

Preferably the multi-color image of the game information
of'eachticket is different from that of the next adjacent tickets.

Preferably the game data is printed as a multi-colored
image which cover all of the play area of each ticket.

Preferably the variable image printing system is inline with
the printing of the covering layers.

Preferably the game information relates to the game of
heads and tails where the game information is arranged such
that a winning and losing status of the ticket is determined by
using both data taken from the game play data of the ticket and
data taken from the game information of the ticket.

Preferably the game play data is printed into a secure game
area and includes benday lines printed between individual
game elements of the game play data and wherein the benday
lines of each ticket are different from the benday lines of at
least some other tickets in the row differences therebetween
are not repeated in a discernible pattern.

Preferably the tickets are printed in a series relating to a
single game and wherein the game information of some ofthe
tickets is varied relative to the game information of others of
the tickets so as to generate at least two separate series of
tickets of the same game.

Preferably the different series relate to different retailers.

Preferably the different series relate to different locations.

Preferably the different series allow the game to create a
short run of tickets using the same game also used on other
runs.

According to a second aspect of the invention there is
provided a method of printing a row of game tickets where the
tickets define:
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a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;

the game play data being covered by a scratch-oft layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
data using a variable image printing system so that the game
play data of each ticket is different from the game play data of
at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system so that the
game information of each ticket is different from the game
information of at feast some other tickets in the row;

wherein on each ticket the game play data is related to the
game information by a common theme;

wherein a sequential series of the tickets each have the
game information thereof'tied together as a sequential theme.

Preferably the theme is a series of numbers.

Preferably the sequential series of the tickets each have
also the game play data thereof tied together as a sequential
theme.

According to a third aspect of the invention there is pro-
vided a method of printing a row of game tickets where the
tickets define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;

the game play data being covered by a scratch-oft layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
data using a variable image printing system so that the game
play data of each ticket is different from the game play data of
at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system;

wherein the game play data is printed into a secure game
area and includes benday lines printed between individual
game elements of the game play data and wherein the benday
lines of each ticket are different from the benday lines of at
least some other tickets in the row differences therebetween
are not repeated in a discernible pattern.

According to a fourth aspect of the invention there is pro-
vided a method of printing a row of game tickets where the
tickets define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;
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the game play data being covered by a scratch-off layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
data using a variable image printing system so that the game
play data of each ticket is different from the game play data of
at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system so that the
game information of each ticket is different from the game
information of at least some other tickets in the row;

wherein the game information and the game play data form
two separate distinct images with a discernible line therebe-
tween;

and controlling the variable image printing of the game
information and the game play data of the tickets by a com-
mon control system of the printing line so that there is no
space between the image forming the game play data and the
image forming the game information.

That is the simultaneous printing of the game data and the
graphics allows the jitter space between the game data and
graphics to be omitted. This relates to a situation where the
game data and graphics are not the same image but are inde-
pendent of one another with a clear distinction. This reduction
in the space allows an increase in the jitter of the game data
elements for pin pricking and/or allows more game data per
area on the ticket.

According to a fifth aspect of the invention there is pro-
vided a method of printing a row of game tickets where the
tickets define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;

the game play data being covered by a scratch-off layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
data using a variable image printing system so that the game
play data of each ticket is different from the game play data of
at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system so that the
game information of each ticket is different from the game
information of at least some other tickets in the row;

wherein the tickets are printed in a series relating to a single
game and wherein the game information of some of the tick-
ets is varied relative to the game information of others of the
tickets so as to generate at least two separate series of tickets
of the same game.

Preferably the different series relate to different retailers.

Preferably the different series relate to different locations.

Preferably the different series allow the game to create a
short run of tickets using the same game also used on other
runs.

This relates to a situation where for example different
groups want sets of tickets customized to identify that group,
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such as individual retailers, or locations, who want a series of
tickets marked with their logos etc but do not want to purchase
a whole game. In many cases the game data will relate to the
same group. Such as a specific retailer or store chain who will
have their logo on the tickets and prizes related to their prod-
ucts.

According to a sixth aspect of the invention there is pro-
vided a method of printing a row of game tickets where the
tickets define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket
substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game
area;

the game play data being covered by a scratch-oft layer
which can be removed to be exposed by a player;

the method comprising:

providing a substrate in a continuous strip;

running the continuous strip through a printing line;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game play
datausing a variable image printing system not in full color so
that the game play data of each ticket is different from the
game play data of at least some other tickets in the row;

on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using a variable image printing system in full
color so that the game information of each ticket is different
from the game information of at least some other tickets in the
row.

The game provided on each ticket may be for prizes both
monetary and product related or may be merely for entertain-
ment where no gambling or prize is involved. The type and
value of any prizes can vary widely.

The games concerned are preferably instant win type
games where the result is entirely predetermined, since such
games are generally preferred in a lottery situation in order to
ensure that the total winnings is predetermined. However the
present invention is not limited to the type of game to be
played and can include probability or other games which
include game indicia covered by a scratch-off coating.

The construction may also be used in situations where the
main objective is for other purposes than gambling such as in
promotional games or games of fun for children or others
where no gambling or prizes are involved.

Many such tickets are used directly in a lottery situation so
that the tickets have no other relevance other than the playing
of'the lottery or game by which the player may win monetary
or other prizes as part of the lottery or gaming situation.

However more attention has been recently given to the use
of'such tickets as promotional items used by manufacturers of
other products to enhance the sale of the product.

The arrangement described hereinafter can provide a sig-
nificant advancement in lottery production and reduction of
risk in which it is possible to variably image the graphical
elements of the base graphics, that is the game information, at
the same time as the variable game data is being applied. This
provides a number of important advantages:

1) Synchronization of base to variable imaged graphics
enables synchronization of data accurately on every ticket as
it is being produced without requirements for production and
post-production monitoring.

2) Ability to run multiple game formats and accompanying
graphics within a single book of tickets.

3) Ability to enhance game data elements by utilization of
coloured symbols which correspond to the ticket itself. For
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example a ticket could be produced which features varying
data colours depending on the game play format. A book
could contain tickets with 1-10 in the graphics of which each
one has a different theme. Red Not 7’s features red play data,
8 Ball is black, Icy 3°s is blue, etc. These are produced without
the need for additional hardware, additional make-ready
times or restriction in the number of tickets being produced at
one time.

4) Benday lines which are added in the game play area in
attempt to deter some forms of attempted compromise includ-
ing “cut & paste”. A “cut & paste” is done by transferring one
or more symbols from 1 ticket to another to form an apparent
winner. Benday lines deter this type of action by making it
more difficult to match the background behind the data. Ben-
day lines however have limited effectiveness because the
same pattern is repeated every rotation of the printing press.
Fraudsters quickly realize that when looking for tickets with
the same pattern they need only to count down the row.
Variable imaging the benday lines in multiple colours virtu-
ally eliminates the ability for a fraudster to locate a matching
pattern. Further different patterns (ie. Bulls-eye vs concentric
circles) can also be added to the same game making the
determination of a match even more challenging.

5) Imaging graphics and play data simultaneously signifi-
cantly reduces printing traps and other such print allowances
and tolerances resulting in tighter and more exact registration
of graphical elements. Reduction of these trap allowances
creates more useable real estate on the ticket for enhance-
ments such as larger graphical features or increased security
(game data bounce).

6) Ability to regionalize the marketing of instant lottery
products within a state, based on human demographics (eth-
nic groups, rural versus urban, etc.), specific regional areas
within the state/province/country or regional landmarks. Lot-
teries could market the same game, with regional differences,
to various areas, interest groups, etc. within the lottery juris-
diction.

7) Ability to produce and market common games to mul-
tiple lottery jurisdictions which features specific differences
including graphic details, prize structure, etc. designed to
distinguish one from the other. Lotteries are continually look-
ing for ways to reduce the costs of tickets in order to maximize
the return to the government and/or the charitable organiza-
tions that are supported by lottery funding. The use of simul-
taneous imaging of the base graphics and variable data
enables common games to be offered to various lottery orga-
nizations which feature the information related to the specific
state or province that each participant wants to ensure that the
tickets can be easily identified between adjacent lotteries.
These games do not have to be run consecutively or sequen-
tially but can be marketed and produced separately without
loss of the financial gains achieved or the need to incur the
costs associated with traditional game start-up.

BRIEF DESCRIPTION OF THE DRAWINGS

One embodiment of the invention will now be described in
conjunction with the accompanying drawings in which:

FIG. 11is a front elevational view of a row of tickets accord-
ing to the present invention showing in particular a single
ticket of the row.

FIG. 2 is a cross-sectional view along the lines 2-2 of FIG.
1.

FIG. 3 is a front elevational view of the row of tickets of
FIG. 1.

FIG. 4 is a schematic side elevational view of a method of
manufacturing the tickets of FIG. 1.
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In the drawings like characters of reference indicate corre-
sponding parts in the different figures.

DETAILED DESCRIPTION

A book 100 of lottery tickets 11 includes a plurality of the
lottery tickets 11 in a row which is commonly fan folded as
shown at 12.

The tickets are formed from a ticket substrate 13 supplied
to the printer in a roll 16. This substrate 13 can be a card stock
only or may be of a card stock 13A on which is applied a foil
layer 14 covering the front surface.

On the substrate 13 of the single ticket of FIG. 1 is printed
a game area 17 defined on the ticket substrate by a base layer
17A and indicia defining game data 18 is printed over the
ticket substrate in the game area onto the base layer 17A in the
form of a white lily pad, which is printed onto the ticket
substrate and formed from a series of security layers well
known in the art.

At least one fixing layer 19A is applied over the game data
in the game area which is arranged to prevent release of the
printed game data from the substrate layer and at least one
opaque scratch-off layer 19 is applied over the sealing layer,
the scratch-off layer being arranged such that it separates
from the sealing layer and breaks down into fragments when
scratched by a player. The ticket also may have a printed layer
19B over the scratch-off layer.

In addition to the game data 18 in the game area 17, the
ticket has printed onto the front face over the ticket substrate
various game information 20 and a bar code or security code
21 which may be covered by scratchoft layer 21A.

The method of printing the row of the lottery tickets is
shown in FIG. 4. During the printing, the ticket substrate 13 is
supplied in a continuous strip having a front surface 13A. An
in line printing process is provided including stations 31 and
32 of the required security layers and lily pad 17A of a
conventional nature. The in line process further includes a
variable image printing system 30 including printing heads
26, 27 and 28 which are inline with the printing at station 35
of the covering layers 19, 19A and 19B.

The game data and game information identified above are
printed onto the ticket substrate using printing heads 26, 27,
28 which provide variable image printing commonly using
ink jet processes in single color or multicolour processes.
Typically the number of different color printing heads is four
which are magenta cyan, yellow and black. The three heads
26, 27, 28 are shown merely schematically and are not
intended to indicate a specific number of printing heads
which can of course vary.

On the printing line, the game data are printed onto the
substrate in the continuous strip for each ticket of the row of
tickets, where the game play data is formed by a variable
image printing system 26, 27, 28 so that the game play data of
each ticket is different from the game play data of at least
some other tickets in the row.

On the printing line, the game information is printed onto
the substrate in the continuous strip for each ticket of the row
of tickets the game information formed by a variable image
printing system 26, 27, 28 so that the game information of
each ticket is different from the game information of at least
some other tickets in the row.

The game information and the game play data on the tickets
are varied such that the game information and the game play
data on each ticket are related.

The variable image printing of the game information and
the game play data of the tickets by a common control system
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40 of the printing line 30 so that the game information and the
game play data of each ticket are automatically correlated by
the common control system.

As described above in relation to the game heads and tails,
the game information 20 and the game play data 18 on each
ticket are related such that a winning and losing status of the
ticket is determined by using both data taken from the game
play data of the ticket, which varies relative to other tickets,
and data taken from the game information of the ticket, which
varies relative to other tickets. The game information and the
game play data on each ticket are related by a common theme.

As shown in FIG. 3, a series 100 of tickets 101 to 104 etc is
printed where the game information 20 of each ticket of the
series is different from that of the next as indicated on ticket
101 at 20X, on ticket 102 at 20XX, on ticket 103 at 20XXX,
and on ticket 104 at 20XXXX, with the different game infor-
mation related by a common theme X, for example the theme
of numbers as described above. That is a sequential series of
the tickets 101 to 104 is printed where each of the tickets of
the series has the game information thereof tied together as a
sequential theme of X, XX, XXX and XXXX. Also in the
sequential series of the tickets each have also the game play
data 18 thereof tied together as a sequential theme.

Another example of this may be the Fetiche game or Num-
bers game where the player removes the scratchoff layer to
reveal three play spots. If any of the numeric symbols match
the game information, the player wins the corresponding
prize amount. Coloured imaging of the game data allows the
ticket to offer a multiplier incentive. For example, if the play
data matches the game information and is the same colour as
the background, the prize amount is doubled.

As shown schematically in FIG. 3 at ticket 103, the game
information and the game play data form two separate distinct
images 18A and 20A with a discernible line 18B therebe-
tween. The control system 40 is arranged to effect controlling
the variable image printing of the game information 20 and
the game play data 18 of the tickets by of the printing line so
that there is no space at 18B between the image 18A forming
the game play data and the image 20A forming the game
information.

Jitter space is required when printing separate data such as
data 18A and 20A to prevent the possibility of over printing of
the edge of one component with the edge of the other com-
ponent since this overprinting is sufficiently unsightly that it
cannot be tolerated. Thus a space must be provided between
two separate components of the printing to provide sufficient
jitter for any misalignment which can occur between the
substrate and the printing head, bearing in mind that exact
registration in position is typically not possible. The concept
ofjitter space is of course well known to persons skilled in this
art.

In the present invention, the simultaneous printing of the
game data 18 A and the graphics 20A allows the conventional
required jitter space between the game data and graphics to be
omitted so that there is no space. The reduction in the jitter
space at the edge 18B is used to increase the jitter of the game
data elements 18C, 18D and 18E relative to one another and
relative to the edge 18B of the game data space 18. Jitter of the
game data elements, that is the specific location of each data
element is moved for different tickets, is provided in tickets in
order that the fraudster has more difficulty locating the indi-
vidual game elements for a pin-pricking attack.

As shown in FIG. 3 a space 18K is provided between the
game data element 18E and the edge 18B the of play area 18.
This space is typically referred to as a quiet zone and allows
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for press to press (offset to imager, imager to flexo) toler-
ances. These quiet spaces may be reduced significantly in the
following areas:

elimination of print traps, front and back. Current trap
allowances are 31.5 pts for back printing and 21.25 pts for
front printing,

elimination of clock marks (registration markings printed
onthe ticket frontin the book and ticket area) typically 3.5 pts,

elimination of colour to colour traps. These traps are
designed into the tickets to make allowances for colour to
colour mechanical variations and are typically 2 pts,

reduction in the quiet space of imaged game data to edge of
play area from 3.5 pts to 1.5 pts.

Alternatively or in addition, the reduction in the jitter space
or the direct alignment of the game data and the game infor-
mation at the line 18B is used to allow more game data
elements per area on the ticket.

Reduction of'this space would allow for the following to be
utilized in the same game data space:

1) additional retailer check letter positions,

2) additional validation number positions,

3) increase in the size of legends,

4) more accurate registration of imaged game data to leg-
ends.

Typically the game data, that is the game data elements
18C, 18D and 18E are printed not in full color whereas the
game information 20 is printed in full color. That is the advan-
tages obtained in this invention do not relate to the use of full
color printing for the game data and these can be of single
color or block color construction.

However the simultaneous printing and guaranteed regis-
tration obtained by the simultaneous printing allows the game
data to use the concept of color of the game data or a part
thereof as a bonus win. That is, if the game data is printed in
full color, it has many different colors and shades throughout.
The use of a single color for the game data but where different
colors are used on different tickets allows the color of the
game data to provide another aspect of the play so that not
only the individual game elements themselves but also their
color can be used in addition to determine a winning status of
the ticket, or more particularly the color can provide a bonus
win if it matches a predetermined color requirement set out in
the game information 20.

Previously some games have been offered where the colour
of the game symbol results in a bonus win, for example, find
ared 7 and win double. The ability to image up to full colour
game symbols allows the possibility to greatly expand on this
style.

For example a game could have a range of bonuses for
different colours such as red=2X, blue=4X, etc. Alternately
the bonus could be based on the colour of a graphical feature
on the ticket. For example, if the background on the ticket is
blue and you have a winning combination in which one of the
symbols is blue then there would be a bonus win. Another
option would be to find a combination of colours. For
example on tickets relating to sports team franchises, a win-
ning combination which included a particularly team color
combination could win a bonus prize.

The use of the variable image printing of the game infor-
mation 20 allows the multi-color image of the game informa-
tion 20 of each ticket to be different as at 20A from that of the
next adjacent tickets at 20B and 20C. While game data can be
of the conventional limited color types typically used, the
game data 18A can be printed as a multi-colored image which
covers all of the play area of each ticket 17.

As described above, the game can be of a nature where the
game information relates to the game ofheads and tails where
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the game information is arranged such that a winning and
losing status of the ticket is determined by using both data
taken from the game play data of the ticket and data taken
from the game information of the ticket.

The game data 18 is printed into the secure game area 17
and includes benday lines 18F printed between individual
game elements 18C and 18D of the game play data and the
benday lines of each ticket such as tickets 103 are different
from the benday lines 18H between the game elements 18E
AND 18G of at least some other tickets such as ticket 104 in
the row where the differences therebetween are not repeated
in a discernible pattern.

As shown in FIG. 4 the tickets are printed in a series 100
relating to a single game as defined by the type of game
selected and the ticket information and ticket identifying
numbers printed onto each ticket. The game information 20A,
20B of some of the tickets 103, 104 is varied relative to the
game information 20C, 20D of others of the tickets 101, 102
s0 as to generate at least two separate series of tickets of the
same game. For example the different series can relate to
different retailers or to different geographical locations where
the tickets are to be sold. The different series allow the game
to create separate short runs of tickets using the same game
but tailored to the required graphics for individual customers.
If the tickets were destined for different retailers then the
changes in the graphics or game information would be made
either at the point where the books within the row are sepa-
rated or are variably printed across the web. Retailers receive
and sell tickets by book with every ticket in a book going to
the same retailer. In FIG. 3 the separation would occur
between 102 and 103.

The ability to print the game data in color using the variable
image system allows yet further modifications and advan-
tages.

Thus in a first example, there can be provided variably
imaged legends within the game data. This allows:

multi coloured legends printing within game data area,

more accurate registration of background legends to
imaged data for example in Snakes and Ladders game style
OR Battleship,

more information within the game data area to player for
more (complex) extended type play styles.

Thus in a second example, there can be provided free
rotation of imaged game symbols relative to the ticket. Cur-
rently, imaged game symbols are orientated in right reading
position relative to the ticket and current imaging technology
make any level of rotation of the symbol very complicated
and difficult. Thus the variable imaging printing system can
be arranged to print the game data in any orientation relative
to the ticket.

Thus in a third example, there can be provided the possi-
bility for variably coloured tints in the game play areas.

Since various modifications can be made in my invention
as herein above described, and many apparently widely dif-
ferent embodiments of same made within the spirit and scope
of'the claims without department from such spirit and scope,
it is intended that all matter contained in the accompanying
specification shall be interpreted as illustrative only and not in
a limiting sense.

The invention claimed is:
1. A method of printing a row of game tickets where the
tickets define:
a ticket substrate having a front surface;
game information printed on the front surface of the ticket
substrate;
a game area defined on the front surface;
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game play data printed on the front surface in the game

area;

the game play data being covered by at least one covering

scratch-off layer which can be removed to be exposed by
a player;

the method comprising:

providing the substrate in a continuous strip;

running the continuous strip through a printing line includ-

ing a variable image printing system;
on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
play data using the variable image printing system so
that the game play data of each ticket is different from
the game play data of at least some other tickets in the
row;
on the printing line, printing onto the substrate in the con-
tinuous strip for each ticket of the row of tickets the game
information using the variable image printing system so
that the game information of each ticket is different from
the game information of at least some other tickets in the
row;
wherein the game information and the game play data on
the tickets are varied such that for at least one particular
ticket of the row of tickets variations in the game infor-
mation of said particular ticket are correlated to varia-
tions in the game play data on said particular ticket;

and controlling the variable image printing of the game
information and the game play data of the tickets by a
common control system of the printing line so that the
game information and the game play data of each ticket
are automatically correlated by the common control sys-
tem;

wherein a sequential series of the tickets is printed where

the tickets of the series have the game information
thereof tied together as a sequential theme.

2. The method according to claim 1 wherein the game
information and the game play data on each ticket are related
such that a winning and losing status of the ticket is deter-
mined by using both data taken from the game play data of the
ticket, which varies relative to other tickets, and data taken
from the game information of the ticket, which varies relative
to other tickets.

3. The method according to claim 1 wherein the game
information and the game play data on each ticket are related
by a common theme.

4. The method according to claim 1 wherein a series of
tickets is printed where the game information of each ticket of
the series is different with the different game information of
the tickets being related by a common theme.

5. The method according to claim 1 wherein the theme is a
series of numbers.

6. The method according to claim 1 wherein the sequential
series of the tickets have also the game play data thereof tied
together as a sequential theme.

7. The method according to claim 1 wherein the game
information and the game play data form two separate distinct
images with a discernible line therebetween and including
controlling the variable image printing of the game informa-
tion and the variable image printing of the game play data of
the tickets by the common control system of the printing line
so that there is no space between the image forming the game
play data and the image forming the game information.

8. The method according to claim 1 wherein the game play
data is printed not in full color and the game information is
printed in full color.
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9. The method according to claim 1 wherein the game play
data uses the concept of a selected color of at least part of the
game play data providing a bonus win.

10. The method according to claim 1 wherein the game
play data is printed as a multi-colored image which covers all
of'the game area of each ticket.

11. The method according to claim 1 wherein the game
play data is printed into a secure game area and includes
benday lines printed between individual game elements of the
game play data and wherein the benday lines of each ticket are
different from the benday lines of at least some other tickets
in the row and differences therebetween are not repeated in a
discernible pattern.

12. The method according to claim 1 wherein the tickets are
printed in a series relating to a single game and wherein the
game information of some of the tickets is varied relative to
the game information of others of the tickets so as to generate
at least two separate series of tickets of the same game.

13. The method according to claim 1 wherein there are
provided variably imaged legends printed within the game
area which can be multi coloured.

14. The method according to claim 1 wherein there is
provided additional information printed within the game area
for providing information to the player for an extended play.

15. The method according to claim 1 wherein the game
play data is printed so that the game symbols are rotated
relative to the ticket.

16. The method according to claim 1 wherein the game
play data is printed so that there are provided different
coloured tints around the data in the game play areas.

17. A method of printing a row of game tickets where the
tickets define:

a ticket substrate having a front surface;

game information printed on the front surface of the ticket

substrate;

a game area defined on the front surface;

game play data printed on the front surface in the game

area;

the game play data being covered by at least one covering

scratch-off layer which can be removed to be exposed by
a player;

the method comprising:

providing the substrate in a continuous strip;

running the continuous strip through a printing line includ-

ing a variable image printing system;

on the printing line, printing onto the substrate in the con-

tinuous strip for each ticket of the row of tickets the game
play data using the variable image printing system so
that the game play data of each ticket is different from
the game play data of at least some other tickets in the
rOw;

on the printing line, printing onto the substrate in the con-

tinuous strip for each ticket of the row of tickets the game
information at a position on the ticket separate from the
game play data using the variable image printing system
so that the game information of each ticket is different
from the game information of at least some other tickets
in the row;

wherein on each ticket the game play data is related to the

game information by a common theme;

wherein a sequential series of the tickets each have said

game information printed on the substrate of each of'the
tickets tied together as a sequential theme.

18. The method according to claim 17 wherein the theme is
a series of numbers.
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19. The method according to claim 17 wherein the sequen-
tial series of the tickets each have also the game play data
thereof tied together as a sequential theme.
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